This paper proposes a user interface for enhancing immersiveness and usability by combining hologram and haptic device with common Leap Motion. While Leap Motion delivers physical motion of user hand to control virtual environment, it is limited to handle virtual hands on screen and interact with virtual environment in one way. In our system, hologram is coupled with Leap Motion to improve user immersiveness by arranging real and virtual hands in the same place. Moreover, we provide a interaction prototype of sense by designing a haptic device to convey touch sense in virtual environment to user's hand.
I. Introduction
Traditional input devices such as keyboard and mouse face new requirement for natural reflections while they still have been widely used for input of user. Keyboard We propose an immersive user interface based on hand gesture using Leap Motion. To recognize the gesture, people use Kinect which is low-cost and allows the efficient use of images to capture the gestures. One research is about the gesture recognition using Microsoft Kinect [5] . In this research, it is possible to classify hand gestures using simply the depth images. Without the complicated theories, sensors or markers, users can control the virtual hand by their fingers' movements moving in front of Kinect [6] . Also a theoretical and experimental accuracy analysis of depth data can be acquired by the Kinect sensor [7] .
It does not contain large systematic errors when compared with laser scanning data. In addition, the research [8] suggests that Kinect technology can be used to solve the problem of very poor sensing in wearable haptics.
There have also been several efforts to CGHs of 2D objects, and more importantly, it enables us to synthesize a hologram of both realistic and computer-generated 3D objects.
Jung et al. [11] proposed a gesture recognition based system for serious games and Jang [12] studied physical experiences for traffic safety education using serious game design based on gesture recognition techniques. 
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IV. Conclusion
We have proposed a gesture user interface for enhancing user interactivity and immersion. 
